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ADVERTISEMENT, 


EIS Book having been entered at 
Stationers Hall, according to Act 


| F Parliament, whoever ſhall preſume to 
Print or Vend d Pirate Edition, ſhall be 


enen according to Law. 


N. B. The Purchaſers. of the Fir 4 


Edition, may have the Additions to com- 
plete their Books, on producing that bought 


of the Author, and paying one Shilling. 


At the particular Defire of ſeveral Per- 
e of Ri evality, the Laws of the Game are 
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Printed on a Fine Imperial Paper, proper 


to be Fram'd, or 92 Screens 7 that the 


Players me ay bave them before them, to re- 


fer to if any L As pute ſhould ariſe, Pr ice 
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1 Games to be played with certain On: R- 
Vvarloxs, whereby you are aſſured that 
your Partner has no more of the Suit 
2 played either by yourjelf or bim. p. 10 

TF. oo 

-Þ art: 4 0 Gamzs both 10 endeavour ts 


ci ve and diflirefs your Adverſaries, 
and to demon ii rate your-Gams 70 your 


_ Partner, 55 . P- 41 3 


CHAP: VI. 


f Particular GAMES 70 be played, by « 155700 
Jou run the rijk of Hl. ing ene T: ich only 


70 gain three. _ „ 
1 CHA P. VII 


Par ticular GAMES to ve . oh 4 your 7 


 Adverſary-turns up an Honour on your 


right Hand, with DIRECTIONS. bow - 


to "pla ay when an Honour i 7s Turned up on 


e left en p. 48 


CHA P. VIII. 


| A FLOP 70 demonſtrate the Danger of 
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forcing your Partner. : p. 50 


Let us explain what is meant by the 
. ord Hake which implics that yo 


oblige | 


The CONTENTS. 


_ oblige your Partner to ny" Salt of 


Fg hich he has none, 
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8 The Explanation of which Word i is to 
be underſtood thus, vis, when the 
ts Adverſaries do each of them T op. 
es, two different Suits, 8 
pc — "CHAP. 1X 
MW” 2 ntaining + Variely of Cars $, intermixed 
% with Car.cUL TIONS,  demonflrating 
aly-4 when it 7s prop er, at ſecond Hand, to put 
42 up the King, Quern, Knave, or Tom 
— with one 8 Card of any Saule, &c. 
U | p. 53 
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hi Some Dinrcrioxs for putting up at fe 


hou cond Hand, King, Queen, Knave or T en, 
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ter, having defired a further Eæplana- 
tion concerning the playing of Sequences, 


A SHORT E 


"A: SHORT 
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on th © GA M E of 


did promiſe, if it met with Ap- 


a probation, to make an Ad dition 
to it = way of APPENDIX, Which he 
bas done accordingly. 5 


He has alſo fram' d an 4; tif fcial Me- 


mory, which does not take off your At- 
tention from your Game; an id 11 required, 
he 18 ready to communicate it, upon Pay- 


ment of one Guinea. And alſo, he vill 


explain any Caſes in the Book, upon 
RT Payment of one Guinea more. 5 


. It 
2 . 


a 11 E Author of this Treatiſe 
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It is negeſſary to premiſe, that thoſe, 
who intend to read this Treatiſe, are de- 

fired to peruſe the following Calculations; | 
and they need only charge their Memories 

with thoſe that are marked with a N. B. 


upon which the whole Reaſoning ot this I 
T reatile depe nds, 


bee ese 06K 2 85 2 , 


C ALCULAT10NS, directing with moral 
Certainty, low: to play well, any Hand 
or Game, by Shewing the Chances of 
your Par tners. having I, 2 2, Or 3 cer 
fain Cards. 


. For EXAMPLE. 
12 WOU'p know what is the 


Chance of bis having c one certain 5 
Card? 


5 for 
Axswr R. In kin 


That he has it not is N. B. 2 to 1 
II. I would know what are the Chance? 
of his having two certain Cards? 


T 5 


5 That he has not both of them 1 7 5 2 


, But that he has 1 or 2 of them) 


. Oats IW fer. — Y 


 ANSWE R. againſt for 
hun bim 


That he has of them only, is is 31 to 26 


But that he has 1 or both is 0 
about 5 to 4.5 or N. B. J 


32 


III. 1 would alſo kno ow, what are the 
S Chances of his having 3 certain Cards? 


LE ANSWER, | 
That he holds 1 of them on- ) for againſt 
ly, 18325 for him, to 378 a- do 

Jainſt him, or about Rs 
That he has not 2 of them * 
only, is 156 for him, to 547 5 2 7 
againſt him, or abo aut 
1 That he has not all 3 of them, 
is 22 for him, to 081 againſt = 1 


him, or about 


is 481 for him to 222 a- 3 
gainſt him, or about 


And that he has 1, 2, 11 
of them! 18 about 


4 
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An Explanation and Application of the 
Calculations, neceſſary io be underſtood 


by roſe who are to read 015 e 


Firſt CALcuLATIox. 


Ti is 2 to 1 that my Partner has not 


one certain Card. 


lo apply this Calculation, let us ſup- I 
. pole the right hand Adverſary leads a Suit, 


of which you have the King, and one 

| ſmall Card only, you may obſerve that 
it is 2 to 1 by putting on your King, that 
the left-hand Adverſary cannot win it. 
Again, let us ſuppoſe, that you have 
the King, and three ſmall Cards of any 


Suit, likewiſe the Queen, and three ſmall 


Cards of any Suit, I would know which 


is the beſt Suit to lead from; Anſwer, 


from the King, becaulc it is 2 to 1 that 
the Ace does not lye behind you; but it 
18 5 to 4 that the Ace or King of any _ 
Suit, Iyes behind you, and conſequently, 


by leading from Hom ak 588 ſuit you 
play to a Diſadva! utag 
Second 


ä * WF 


——_— 


be 


the GAME Gf WursrT. 8 


24. CALCULATION, It is 5 to 4 at 


leaſt that your Partner has 1 Card out of 
any 2 certain Cards; the like Odds is in 
favour of your right Hand and left Hand 
Adverſaries ; therefore ſuppoſe you have 
2 Honours in any Suit, and knowing it is 
5 to 4 that your Partner holds one of the 
other 2 Honours, you do by this Know- 
ledge, play your Game to a greater De- 7 
grec of Certainty. 
Again, let us ſuppoſe that you have 
the Queen and 1 ſmall Card in any Suit 
only, and that your right Hand Adverſa- 
ry leads that Suit, if you put on your 
Queen, it is 5 to 4 that your left Hand 
Adverſary can win it, and therefore you 
* 5 to 4 to your Diſadvantage. 
3d CALCULATION, It is 5 to 2 that 
your Partner has 1 Card out of any 3 
certain Cards. 
Therefore, ſuppoſe you have the Knave 
and 1 {mall Card dealt you, and that your 
: right Hand Adveiſary leads from that 
Suit, if you put on the Knave, it is 5 to 
2 that your left Hand Adverſary bas ei- 
a ther Ace, King, or Queen of the Suit led, 
and 
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and therefore you play 5 to 2 againſt your- . 


ſelf; beſides, there is a further Conſide- 


ration, by making a Diſcovery to your 
right Hand Adverſary, he fineſſes upon 
your Partner throughout that whole Suit. 


And in order to explain the Neceſſity 


there is, of putting the loweſt of Sequences 


in all the Suits led, let us ſuppoſe that 


your Ad verſary led a Suit, of which you 


have King, Queen, and Knave, or Queen, 


Knave, and Ten, by putting on your 


Knave of the Suit of which you have 


| King, Queen and Knave, it gives your 
Partner an Opportunity of Calculating 


the Odds for and againſt him in that Suit, 


and alſo in all inferiour Suits of wikeh 


you have Sequences. 


A further Uſe to be made of the fore- 
going Calculation, let us ſuppoſe, that 

you have the Ace, King, and 2 {ſmall 
. rumps, with a Quint-ma' jor or 5 other 


winning Cards in your Hard! in any Suit, 


and that you have played Trumps two | 
Rounds, and that each Perſon followed 


Trumps; 1n this Cafe, there are 8 Trumps 


out, t,and 2Trumps remaining in your Hand, 


W hich | 
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„With the Deal. 


The Deal = 
1 Love 


a 


9 1s about 


1 


2 5 


is 2 to 1 of the Game, and . 
I of the Lurch So 


3 


? 
S2 


7 


which make 10, and 3 Trumps which 
are divided between the remaining 2 Play. 
ers, of which 3 Trumps the odds is 5 
to 2 in your Favour that your Partner 
has 1; and therefore out of 7 Cards in your 
Hand you are intitled to win 5 Tricks. 


Some COMPUTATIONS for laying of 


Jour Money at the Game of WHIST, 


— is 21 to 20 
20: 


With 


2 * 1 . 2 
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With the Deal. 
With the Deal. 
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I is about 


2 to 1 
J 
4 
I. 
8 
7 
5 
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With the Deal. 
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With the Deal. 


8 8 
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9 4 15 ; about 
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7 
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With the Deal. 


5 is about 


6 to 5 
5 
1 
9 


5 
I 
3 
I 
2 
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Wich the Deal. 


to 


With the Deal. | | 
1 to 7 is: above e 3 to 
2 


8 to 9, upon the beſt i Con atation : 
made at Preſent, is about 3 and half in 
the Hundred, in Favour of 8 with the 
Deal; againſt the Deal, the Odds 8 
till, tho ſmall, in F avour of 8. 
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The Laws of the Came at 


WursT.: 
F any Perſon plays out of his Turn, 


VVT. 
3 - a. VP 
61 


18 about 1 - 7 8 7 * 1 


it is in the Option of the Adverſc A 


Par ty to call the Card then played at any 
time in that Deal (in Caſe he does not 


make 2 


© MD 


the Game of WuisT, 11 
make him revoke) or to call the Suit 
which he would have him play from; 
which done, it ſhall then be in the Op- 
tion of the Perſon called upon, either 
to name the Suit he chooſes to have led, 
or to deſire his Partner to lead as he plea- : 
es; but in Caſe he names a Suit his 2 
Farrer mult play it. _ 
: No Revoke to be claim " till the 
Trick is turn'd and quitted, or the Party 
who revoked, or his Partner, have Played, 
again. 
3. If a Revoke ban to ; be made 
the adverſe Party may add 3 to his Score, 
and the reyoking Party, provided they 
re up. notwithſtanding the Penalty, 
muſt remain at 9; The Revoke takes 
7 88 of any other Score of the Game. 
4. If any Perſon calls at any Point of 
| the Game, except 8, either of the adverſe 
Parties may call a new Deal ; n e 
are at liberty to conſult each other he- 
ther they will have a new Deal. N 
5. After the Trump-Card is ſeen no 
ö Body ought to remind his Partner to call, 
: FI 
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6. If the Trump-Card is ſeen, no 

: Honours in the preceding Deal can be 
ſet up, unleſs they were before claimed. 
7. If any Perſon ſeparates a Card {rom 
the reſt, either of the adverſe Parties may 
call it, provided he names it, and rome 


the Separation. 
8. Each Perſon ought to lay his Card 


before him; after he has done ſo, if ei- 
ther of the adverſe Parties mix their Card 
with his, his Partner is intitled to demand - 
_ each Pcrfon to lay his Card before him; 
but not to enquite Who played any par- 


ticular Card; and in Caſe he calls a wrong 


Card, either of the adverſe Parties, may 
once call the higheſt or loweſt Card in 
any Suit led Göring that Deal. 

9. It any Perſon revokes, and before 
the Cards are turned, diſcovers it, the ad- 
verſe Party may call cither the Higheſt or 
Loweſt Card of the Suit led, or have 
their Option, to call the Card then play- 1 
ed at any other time, when it does not 


cauſe a revoke. 


10. If a Card in Dealing i is turn'd up, 


it is in the Opticn of the adverſe Party 
to 


to be call'd 
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to call a new Deal, unleſs they, or cither 
of them have been the Cauſe of turning 
up ſuch Card, in which caſe the Dealer 
has the Option. 
II. If the Ace, or any other Card of 
any Suit is led, and it ſhould ſo happen 
that the laſt Player plays out of his Turn, 
whether his Partner has any of the Suit 
led or not (provided you do not make 
him revoke) he is neither intitled to 
Trump it nor to win that Trick. 


12. If a Card is faced in the Pack, 


they muſt Deal again, 1 it is the 
laſt Card. 
13. None of the Players are to take 
up, or look at their Cards, while any 
Perſon is Dealing, and if the Dealer 
| ſhould happen'to miſs Deal, in that cate . 
he ſhall Deal again, 


and if a Card is 
turned ap in Dealing, 


14. W pen a Card | 1s led, 


not to win the Trick, 


no new Deal 18 


| if one of the 
Adverſaries plays out of his turn, his 
| Par ther 18 


i can avoid it without revoking. 


if he 
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15, Every Perſon ought to ſee that h. 


has 13 Cards dealt bim; therefore if any 
one ſhould happen to kitve only 12 Cards 4 
and does not find it out till ſeveral Trick 
are played, and that the reſt of the Play: 
ers have their right Number, the Dea 4 
ſtands good; and alſo the Perſon wh. © 
plays with 12 Cards, is to be puniſhe, J 
for each Revoke in Caſe he has made any, 
but if at ny of the reſt of the Players © 
ſhould ha appen to have 14 Cards, in that 


| | Caſe the Deal 1 Is void. 


16, If any Perſon throws his Card 


upon the Table, with their Faces up- 
wards upon Suppoſition that he has loſt * 


the Game, if his Partner does not 50 4 


up the Game, the Adverſa ries have i 
in their power to call any of choſe A 1 
when they think proper, provided they . 


do not make the Party revoke. 


17. 4 and B are Partners againſt (3 
and D. A leads a Club, his Ping Ih 
plays before, the Adverſary C; in this caſe 

D has a right to play before his Partner 
A becauſe B played out of his turn. 


18 1! 


FR YE 


D. A leads a Club, 
B plays the Kin 7 of Clubs, and D plays 

A Club, C diſcover 1s he has revoked beforo 

the Trick is turn'd. 


but ſhou'd it 1 
he is chen lyable to have all 


No Poon ought to ask his Part- 


1 cr hab he had played an Honour, 


while the Caras are playing. 
20. A and ; are Partners againſt C and 


C Plays a Spade, 


Query, What is the Penalty! 8 


B may take up his Card again, and ſo 
may D, and either A or B have. it in 
their Option to oblige C to play the high- | 
eſt or loweſt Card of the Suit led. 


21. If any body calls at the Point of 8, 


without having two Honours, the ad- 
3 verſe Party may conſult v 


1 about 3 and are at Libert LY tO ſtand the | 
Piel or not. 


vith one another 
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4  18.1f anyPerſon is ſure of winning every 
Trick in his Hand, he may ſhaw his 
Cards upon the Table, 
"happen that he has any 1 zofing Card in 


bis Hand, 
1 bis 0 called. 


2 ͤ Ä 
b 


7 —— 2 
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he has not an Honour, he 1 is to incur th.” 


like 1 


not. 


22. And if any body anſwers, whe 


23. If any Perſon calls at the Pointe 
8, peg Partner anſwer s, and both th 


oppoſite Parties have thrown up the! 
Cards, and it appears that the other Sid 
had not 2 by Honours, in this Caſe, the 4 


may conſult with one another about i: 
and are at Liberty to ſtand the Deal o f 


24; No en they die nes Gn, 


in the middle of a Game without th i 
e of all Parties. 6 


The Dealer ought to leave to vie! © 
* 4he Table his trump Card, till itn 


his turn to play, and after he has mix (4 


it with his other Cards, no body i is ent 


tled to demand what Card i is turn'd up tl 


but may aſk what is Trumps; this Con 01 
ſequence Attends ſuch a Law, that t. Me 


Dealer cannot Name a wrong Card, whic 
otherwiſe he might have done. 


Sou ar 


other Suits ; and begin with the Jugnctt 


Vie! 
| it 
alx! 
ent 
| uf 


Eon 


boese geg g 8 gehe cn 


R 


"Some Gin E R Al. Rl Es T0 be obſerved 


by BEGINNERS. 


I, 


W have a Sequence of King, Queen 


Ta Knave, or Queen, Knave and Ten, 


they are fare Leads, and never fat gain- 


ing the Tenace to yourſelf or Partner in 


of the Sequence, unleſs you have 3 in 


number, in that Caſe play the loweſt 
(except in Trumps, when you muſt al- 


Ways play the higheſt) in order to get 


the Ace or King out of your Partner 5 


or Adverſary's Hands, by which means 


h 
t! you make room for your Suit. 


hie 


II. 
If. you have 5 of the ſmalleſt Trumps, 


Son 00 not one good Card in the other Suits, 


B tiump 
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SY 5 HEN you lead, begin with the 
| e beſt Suit in your Hand; if you 
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trump out, which will have this goo! Þ 

Conſequence at leaſt, to make your Part. 
ner the laſt Player, and by that mean 3 
gives him the Tenace. 


— 


If you” have 2 {mall Trumps only, 
with Ace and king of two other Suits, | 
and a Deficiency of the fourth Suit, 
make as many Tricks as you can imme- 
_diately ; and if your Partner refuſes ei- 
ther of your Suits, do not force him, 


ͤ— — 


6. 


„ E 


becauſe that may weaken his Game too 


| much. 


IV. 


Vou need ſeldom return your Partners 
Lead, if you have good Suits of your 
own to play, unleſs it be to endeavour. 
to ſave or win a Game: What is meant 
by good Suits, is in caſe you ſbould have 
Sequences of King, Queen and Knave, 


or Queen, Knave and Ten, 


V 


If you have each 5 Tricks, and you 
are aſſured of ing 2 Tricks in you 


. ²˙ 


WI 11 


"becauſe if you loſe the "odd Trick, I 


makes 2 difference, and you play 2 to 1 
againſt yourſelf, 


An Exception to the foregoing Rule 


is, When you ſce a Probability either of 
ſaving your Lurch or winning the Game, 


in either of which Caſes you are to riſk 
| the odd Trick. 


„% 
i When y you e Probability of win- 


ning the Game, always riſk a Trick or 


| v1. Cale I, 


two, becauſe the Share of the Stake, 
which your Adverſary has by a new 
: Deal will amount to more than the Point 
or 2 which you riſk by that Deal. 


The foregoing Caſe refers to Chap. 


2, 35 4, 6,0 . 
WW 
If your Adverſary is 6 or 7 Lom, and 


you are to lead, your Buſineſs in that 
Caſe is to risk a trick or two, in hopes 
| ol putting 20 8 Game upon an Equality 5 


thcretfore 
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con Hand, do not fail winning them, 
in expectation of ſcoring. 2 that Deal, 
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therefore, admitting you have the Queen 
or Knave, and 1 other Trump, and no 
good Cards in other Suits, play out your 
Queen or Knave of Trumps, by which 
means you will ſtrengthen your Partner's _ 
Game, if he is ſtrong in Trumps ; if he 
18 weak, you do him no Injury. 


VIII. 


If you are 4 of the Game you muſt 
play for an odd Trick, becauſe it ſaves 
one half of the Stake which you play 
for; and, in order to win the odd Trick, 
. tho you are pretty ſtrong in Trumps, py 
be cantious how you trump out. What 
is meant by Strength in Trumps, is, in 

cate you ſhould have 1 Honour and 39 
Trun nps. 4 
I. 

If you are 9 of the Game, and tho 
very ſtrong in Trumps, if you obſerve 
your Partner to have a Chance of trump- 
18 any of your Adverfary's Suits, in 
that Caſe do not trump out, but give | 
11 an Opportunity of trumping 


0 


e 1 
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suits. If your Game is ſcored 1, 2, or 
9 3, you muſt play the Reverſe; and 41 
at 5, 6, or 7, becauſe in theſe two laſt 
recited Caſes * Play tor more than 1 
| e 


x. | 
If you are laſt Player, and find that 


the third Hand cannot put up a good 

Card to his Partner's Lead, admitting 
you have no good Game of your o Wu 
to play, return the Lead upon the Ad- 
verſary, which gives your Partner the 
Tenace in that Suit, and often obliges 
the Adverſary to change Suits, and con- 
ſequently gains the Tenace in that new 
I Suit alſo. 


XI. 


B's you have Ace, King, and four 
"1 l ſmall Trumps, begin with a a one; 
becauſe it is an equal W ager that your 

Partner has a better Trump than the laſt 


Player; if ſo, you have three Rounds of 


er if not, you cannot fetch out 


me Trumps, I OE 
8 XI. It 
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— e 


III. 


If you have Ace, King, Knave, and 
three ſmall Trumps, begin with the 
King, and then play the Ace, (except 
one of the Adverſaries re fuſe T rumps) 


becauſe the Od Ids f is in your favour, that 
the enn 8 1 


XII. 


If you [his K. ng, „Queen, and tur | 
| fall T [rumps, beg in with « {mall one, 
| becauſe the Odds 18 of your vide that Wo: 
: your Partner has an Honour, 55 


XIV. 


: 11 you have King, Queen, Ten, and 
three ſmall Trumps, Hop gin with the King: . 

becauſe you have a fair Chance that the 
Knave falls in the ſecond Round; or 
you may wait to ſineſs your Ten upon 


the Return of Trumps from your Partner. 


Refers to e Cale 1 % 3. 


"XV. 


If you have Queen, Knave, and four 


{mall Furs begin with a ſmall one, 


becauſe 


Knave, 


WO is Wa . 


becauſe the Odds is in your favour that 
* Partner bas an Honour. 


XVI. 
If you have Queen, 


Refers to SW VII. Cuſe 1, 2, 3. 
XVII. 


XVIII. 


| 11 you have Knave, Ten, Eight, ad 
three ſmall Trumps, begin with the 
prevent the Nine 
from making a Trick, and the Odds is 
. mM your Favoar that the three Honours 
ll! in two Rounds, ” 


in order to 


XIX. 


5 If you Lo fix Trumps of a 1 
Denomination, you are to begin with the 


| loweſt, 


unleſs you ſhould. have Ten, 


MS: Nine, 


Knave, Nine, 
e Id three ſmall Tr rumps, beg n with the 
Queen, becauſe you have a fair Chance 
that the Ten falls | in the ſecond Round; 


or you may wait to fineſs the Nine. 


1 you br Knave, Ten, and four 
Leal Trumps, begin with a {mall one, 
for the Reaſons as gn d in No 5. 
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Nine, and Eight, and an Honour turns 
up againſt you; in that Caſe, if you are 
to play through the Honour, begin with © 
the Ten, which obliges the Adverſfary 
to play his Honour to his Diſadvantage, | 
or leaves it in your Partner's Option whe- 
ther he will . it or not. 


1. you have Abs: ns and three 
ſmall Trumps, begin with a ſmall one, 
for the Reaſons aſſigned i in No 1 5. f 


„„ - - noo 
as you have Ace, King, Knave, and + 
two {wall Trumps, begin with the King, 
: Which 1, | next to a moral Certainty, thews| : 
to your Partner that you have Ace and 
Knave remaining; and, by putting the 


Lead! into your Partners Hand, he plays ; 


you a Trump, upon which you are to 
fineſs the Knave, and no ill Conſequence 
can attend ſuch Play, except the — 5 
lies behind you ſingle. 

Refers to Chap. VII, Caſe I, 2, 3 


XXII. I 


the GA of Wars, 25 
ns r 
ue If you hive King, Queen, and three 
ith © ſmall Trumps, begin with a ſmall one, 
ry for the Reaſons aligned in Ne 16. 
1e. 5 If you have Kiog; Queen, T en, and 
two ſmall Trumps, begin with the King, 
for the Reaſons aſſigned | in Ne 2.15 
res 5 XXIV; 
ne, If; you have . Knave, and three 5 
ſmall Trumps, begin with a fmall one, 
| for the Reaſons afligned | in No 3 5. 
ng, 8 fs you have Queen, Knave, Nine, 
we; and two ſmall Trumps, begin with the 
nd. Nen, for the Realons aſſigued 
the Ne 16. | 
ays XXVI. 
10 II you have Knave, Ten, and three 
ce ſmall Trumps, begia with a ſmall one, 1 
en bor the Reatons afligned in Ne 5. 
VVV » 
Ts If you have Knave, T en, Eight, and 
two ſmall Trum ps, begin Kith the 
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| Knave, becauſe in two Rounds of 
Trumps it is Odds but that the Nine falls; 
or, upon the Return of Trumps from 
your Par tner, you may fineſs the Eight f 
FE 
If you have. five Trumps of a lower 
| Denomination; it is the beſt Play to be- 
gin with the loweſt, unleſs you have 4 4 
Sequence of Ten, Nine, and Eight; in 
that Caſe, begin with the — of 1 2 
: e 


XxxIx. | 

If you have Ace, King, and two 
ſmall Trumps, begin with a ſmall one, 
for the Reaſons aſſigned i in No. I 5. 
„ # 

11 you have Ace, King, Knave, ad 
one ſmall Trump, begin with the King, | 
for the Reaſons afi1g: ac in No. 21. 
„„ * F 
11 you have King, Queen, and two 
ſmall Trumps, begin with a ſmall one 
for the Reaſons aſſigned in No. 15, 


XXXII. If 


Wo 


me, mall Trumps, begin with a ſmall Ou e, 


XXXII. 


If you have King, Queen, Ten, and 


| ſmall Trump, begin with the King, 
and wait for Return of Trumps from 
your Partner, when you are to fineſs your 
1 Ten, in order to win the Knave, 


XXXIII. 


If you have Queen, Knave, Nine, ind | 
one ſmall Trump, begin with the Queen, 
in order to . the Ten from ma- 


9 a a Trick. 


XXXIV. 
If you nabe Knave, Ten, and two 


: for the Reaſons aligned i in No. 1 


and 
— one mall Trump, begin with the Knave, 
in order to prevent. the Nine fro om ma- 


_ king a Trick. 
two © 


one 7 f 


XXXV. 


If vou have Knave, Ten: Fight, and 


XXXVI. 
It you have Ten, 
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Which leaves it in your Partner's Diſcre- 
4 tion, whether he will paſs it or not. 


XXXVII. 


If 768 have Ten and three ſmall 
Trumps, | begin with a ſmall « one, 


CHAP. IL 


Seme ParTICULAR Rur zs to be ob- 
ſerved. 
J. 


F. vou have Ace, King, 


four ſmall Trumps, - 


| ſtrong Suit trumped. 
| 11. 


If you have King, Queen” _ four 3 


{mall Trumps, with a good Suit, trump 
out with the King, becauſe when you 


have the Lead again you will have three Fj 


Rounds of Trum Ps. 


and 
with a good 
Suit, you muſt play three Rounds of 
Trumps, otherwiſe you may have your 


h 5 t ru 


III. 16 


| 


© trumped, 


III. 


1 you have King, Queen, Ten, and 
three ſmall Trumps, with a good Suit, 


trump out with the King, in Expectation 


of the Knave's falling "ot the ſecond 


Round; ; and do not wait to fineſs the 
Ten, for fear your ſtrong suit {hould be 


iv 


II you have Queen, Knave, and three 


Tal Trumps, with a good Suit, trump. 
out With a | ſmall one, 


v. 


If you have Queen, Knave, Nine, and 
two ſmall Trumps, with a good Suit, 
_ trump out with the Queen, in Expecta- 
tion of the Ten's falling at the ſecond 
Round ; and do not wait to fineſs the 


Nine, but tramp out a ſecond time, for 


the Reaſons all ned in Caſe II in this | 


| Chapter 


VI. If. 
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vI. 


If you have Knave, Ten, and three 
ſmall Trumps, with a good Suit, trump 


out with a ſmall One. 


"In. - 


If you have Knave, Ten, Eight, and | 


two ſmall Trumps, with a good Suit, 


trump out with the Knave, in ExpeCta- 
tion of the Nine's eg at the ſecond ' 


: Round, 
vm. 


11 you have Ten, Nine, Eight, and 
one imall Trump, with a good Suit, 1 


trump out with the Ten. 


CHAP, | 
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CHAP; III. 


PARTICULAR GAMES, and ih Mans 


in which they are to be played, after a 


_ Learner pas made eme Progreſs in . 


lle Game. 


U PPOSE you are Elder Hand 
8 and that your Game conſiſts of 
King, Queen, and Knave of one Suit, 
Ace, King, Queen, and two ſmall Cards 
or another Suit, King and Queen of the 
third Suit, and three ſmall Trumps. 
"Query, How is this Hand to be played? 
'You are to begin with the Ace of your 
beſt Suit [or a Trump] which informs 

your Partner that you have the Com- 
mand of that Suit; but you are not to 
proceed with the King of the ſame Suit, 
but you muſt play a Trump next; and 
if you find your Partner has no Strength 
to ſupport you in Trumps, and that your 
Adverlary plays to Four weak Suit, 978. 
1 the : 


ye. fort Tar ATISE on Y 
the King and Queen only, in that = : 
play the King of the Suit which belong 1 
to the beſt Suit ; and if you obſerve: Þ 
Probability of aka your Adverſaric: J 
being likely to trump that Suit, proceed þ as 
then and play the King of the Suit of Pla) 
which you have King, Queen, and Knave 110 
If it ſhould fo happen, that your Ad- of y 
verſaries do not play to your weakeſt Suit, like 
in that Caſe, tho apparently your Patt. bie 
ner can give you no Aſſiſtance in Trumps, mai 
purſue your Scheme of trumping out a Que 
often as the Lead comes into your Hand, Tru 
by which Means, ſuppoſing your Partner yece 
to have but two Trumps, and that your the 


Adverſaries have four each, by three $eq 
Rounds of Trumps, there remains only. Sau! 
two o Trumps againit yp: 5 , play 
3 my 

Elder Hand. (. | 


Suppoſe you nave Ace, King, © een, f/ or t 
and one ſmall Trump, with a e to 
from the King of tive in another Suit, 
with 3 


are 53 
with four other Cards of no Value, 


till you have firſt gain'd the Long 
of your great Suit, by ſtopping thus, 
Uke wiſe informs your Partner that = 


bave the King and one Trump only re- 
maining, becauſe, if you had Ace, King, 
| Queen, and two Trumps more, and. 
{Frumps went round twice, you could 


teceive no Damage by playing the King 


ic third Round. When you lead your 


Sequence, begin with the loweſt, be- 


Cauſe if your Partner has the Ace, he 
plays it, which makes room for your 
Suit. And ſince you have let your Part- 


der into the State of your Game, as ſoon 
as he- has the Lead, if he has a Trump 


f or two remaining, he will play Trumps 


to you, with a moral Certainty that your 


King 


Begin with the Queen of Trumps, and 

purſue the Lead with the Ace, which 
"Temonſtrates to your Partner that you 
Have the King: And as it would be bad 
Play to purſue Trumps the third Round, 
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King clears your Adverſaries Hands of 1 Dan 


all their Trumps, 9 5 i nc 
5 3 

3 e 

8 econd Pla —_— 4 þ gol 


Suppoſe you have Ace, King, and two 
fall Trumps, with a Quint-Major of 
another Suit; in the third Suit you have 15 
three ſmall Cards, and in the fourth 15 
guit one. Your Adverſary on your Right. | + 
hand begins with playing the Ace ay 
your weak Suit, and then proceeds to 550 ? 
play the King: In that Caſe, do not 
' trump it, but throw away a loſing Card ;| 
and if he proceeds to play the Queen, gu 
throw away another loſing Card; and} . 
do the like the fourth Time, in Dope OY 
your Partner may trump it, who will in| 
that Caſe play a Trump, or will play 
to your ſtrong Suit; if Trumps are play- 
ed, go on with them two Rounds, and| 
then proceed. to play your ſtrong Suit, 
by which Means if there happens to bz tes, 
four T rumps in one of the 1 Up t 
Fand, 


15 


and 

(mal 
You 
Ten, 


qui re 
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E Hands, and two in the other, which 


nearly the Caſe, your Partner being 
eptitled to have three Trumps out of the 
mac, conſequently there remains only fix 
T: -umps between the Adverfarics , your 
tung Suit forces their beſt Trumps, and 


„ 1 have a Probability of making the 


61 Trick in your own Hand only; ; 
5 -reas if you had trumped one of your 


Al faries beſt Cards, you had fo weak- 


bauer 8 N 
W. 
e ſmall Trumps; Ace, Knave, Ten, 


{mall Cards of each of the other Suits: 
FYour Partner leads to your Ace, Knave, 


quires rather to deceive your Adverſa- 


tles, than to inform your Partner, put 


up the Nine, which n paturally leads the 


Adver- 


(en: your Hand, as probably not to 
maße more than five Tricks without your 


I Supper: you have Ace, Queen, ad 


and Nine of another Suit; with two 


Ten, and Nine; and as this Game re- 
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Adverſary to play Trumps, if he win | 
that Card. As ſoon as Trumps are playei, 4 
to you, return them upon your Adver 7 


lh a th 


ſary, keeping the Command in yout 10 
own Hand. If your Adverfary who led $nj 


Trumps to you, puts up a Tr ump which 4 
your Partner cannot win, if he has no 1 
good Suit of his own to play, he will 


return your Partner's Lead, imagining * 
that Suit lies between his Partner ang 
yours if this Fineſs of yours ſhould ſucÞ 

ceed, you will be a great Gainer by itÞ; 


but ſcarcely poſſible to be a Loſer. 


| Suppoſe you have Ace, King, and 

three ſmall Trumps, with a Quart front 
a King, and two ſmall Cards of anotheap 
Suit, and one ſmall Card to each of tl 


other Suits; your Adverfary leads a Supt" 
of which your Partner bas a Quint-Mall * 


Jor ; your. Partner puts up the Knav 
and chen proceeds to play the Ace: L 
refuſe to that Suit by playing your loo 


Card; when your Partner plays the King“ 


YOu! b 


Four right-hand Adverfary trumps it, 


dver-trump bim, which may probably 


| trump it, and then play the loweſt of 
your Sequence, in order to get the Ace 
either out of your Partner's or Adverſaries 


Trumps, and then piocced to play your 


ſtrong Suit. Inſtead of your H rſa- 
ties playing to or weak Suit, if he 
A ould play Trump, io you co on with 
them two Rounds, & (hen proceed to 
tet the Command d vour ſtrong Suit. 


But you will don is laſt Me- 
| (69d practiſed, except C erate Play- 


krs. 
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ppoſe with the Knave or Ten, do not 
Þbſe you two or three Tricks by weak 


bring of your Hand: But if he leads 
to the Suit of which you have none, 


Hand; which accompliſhed, as foon as 
ou get the Lead, pla two Rounds of 
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CHAP. Iv. 


Gomes to be al with certain Ohre [3 
tions, whereby you are aſſured that your 
Partner has no more of the Suit playel 3 
either 0 youre If or bim. 


1 | 
Fit Example. | 


of any* dul; 


plays well, 
that Suit, 
you may play your Game accordingly, 


either by forcing hir to tramp that Suit 


if you are ſtrong in Trumps, or by play- 
ing ſome other Suit. 


UPPO SE you lead from Queen, b 
Ten, Nine, and two ſmall Cards p. 
the fecond Hand puts onf 
the Knave, your Partner plays the Eight 
in this Caſe, you having Queen, Ten 2 
and Nine, it is a Demonſtration; if he! 
that he can have no more of 
Therefore, by that Diſcovery, 


n Second 


26 
Second Example . 


Sage you have King, Queen, and 
Ten of a Suit, and you lead your King, 
your Partner plays the Knave, this de- 
monſtrates he has no more of that Suit, 


7 bird Branpl, which varies from the | 


two former. 


FO you have King, Queen, and 
many more of a Suit, and you begin 
with the King, in ſome Caſes it is good 
Play in a Partner, when he has the Ace 
and one ſmall Card in that Suit only, to 
win his Partner's King with the Ace; for 
ſuppoſe he is very ſtrong in Trumps, by 
taking his Partner's King with the Ace, 
he truraps out, and after he has clear'd 
the Board of Trumps he returns his 
Partner's Lead, and having parted with 
che Ace of that Suit, he has made Room 
| For his Partner to make that whole Suit, 


which 
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if he had kept the Command in hi 5 
„ N 


which poſſibly could not have been done þ 


And ſappoling his Partner has 10 | 


other good Card in his Hand beſides ], 
that Suit, he loſes nothing by the Ace“ to . 
taking of his King; but if it ſhould fo | 
happen that he has a good Card to bring] 
in that Suit, he gains all the Tricks 1 
which he makes in that Suit, by thisÞ 
| Method of Play; and as your Partner 
| has taken your King with the Ace, and ® 
trumps out upon 5 you have Reaſoo} \- 
<> judge he has one of - that Suit to re- Ane 
turn you, therefore do not throw away 
any of that Suit, even to keep a King Þþ 
1 or 85 guarded, 


CHA? 


| Land three ſmall ones; the laſt Player 
does not chuſe to trump it, having none 
hof the Suit; if I am not ſtrong enough 85 
in Trumps, I muſt not play out the 
King, but keep the Command of chat 
ſie; in my Hand by pla, ying of a ſmall 
cone, which 1 muſt do 1 in Order to Weak 
cn! 11s s Game. 


e 5 . to he d- So r . Er w 


CHAP. V. 


| ' Particular Gann both 7 endean vou 70 


deceive and diſtr eſs your Adverſaries, 
and to demonſtrate your Game 70 a ; 


Par ner. 


1. Fir Example. 


UPPOSE I ply the Ace of a 


Suit of which 1 have Ace, King, 


| II. Second Example, 


If a Suit is led of which J have none, 


band a moral Certainty that my Partner 


1 2 has | 
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has not the beſt of that Suit, in order t9 

_ deceive the Adverſary I throw away my 
ſtrong Suit; but, to clear up Doubts to my 
Partner, when he has the Lead I throw 
away my weak Suit. 
Play will generally ſucceed, unleſs you 
play with very good Players, and even 
with them, you will oftener gain than 


loſe by this Method of Play. 
ag cg le EEC EETH 


— 


CHAP. VI. 


Particular Games 10 be played, by which 1 


yon Tun the Rik of lo ging one Trick only 
76 gain three. 


1 lit Example. 
U p p 0 8 E Clubs to be Trumps, 


5 verſary; 3 your Partner having none ol 
that Suit, throws away a Spade ; you 
are then to judge his Hand is compo- 


ſed of f Trawps and Diamonds; and ſup· 2 


Po ſe 2 


This Method of | 


a Heart is played by your Ad- 


CARA 
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| f poſe you win that Trick, and being too 
weak in Trumps, you dare not force 


him; and ſuppoſe you ſhould have 
£ King, Knave, and one ſmall Diamond - 


and further ſuppoſe your Partner to Rave 


| Queen and five Diamonds; in that Caſe, 


| by throwing out your King 1 in your firſt 


| Lead, and your Knave in your ſecond ; 
| your Partner and you may win, five 
| Tricks in that Suit; whereas if you had 


led a ſmall Diamond, and your Partner's | 


7 Queen baving been won with tl 1e Ace, 


| the King and Knave remaining in your 


Hand, obſtructs his Suit: And tho' he 


| may have the long T rump, yet, by play 
ing a ſmall Diamond, and his long 


ö Trump having been forced out of his 
Hand, you loſe by this Method of 
1 Play three Tricks | in chat Deal. 


1 
Second Example, 
| Suppoſe in the like Caſe of the for- 
; L mer, you Gould ha ve Queen, Ten and 
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one ſinall Card in your Partner's a 
Suit ; which is to be diicovered by the 
former Example; and ſuppoſe your 
Partner to have Knave and five ſmall 


Cards in his ſtrong Suit; you having ; 


the Lead are to play your Queen, and 
when you Pay again you are to play 
. your Ten; and kappen him to have 
the long Trump, by this Method he 
makes four Tricks in that Suit, but 
ſhou'd you 251 a ſmall one in that Suit, 
his Knave being gone, and the Qucen 
remaining in your Hand in the fecond 
Round of playing that Suit, and tlie 


Jong. r BENS 8 out of bis; 


Hand obſtructs he ny 75 y which Me. ; 
thod of Play you loſe three Tricks in? 


that Deal. = 
| III. 
Ji, rd Example. 


In the Tus Examples you har}. 


been ſuppoſed to have had che Lead, 
TE and x 
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and by that Means have had an Oppor- 
; tunity of throwing out the beſt Cards 
in your Hand of your Partner's ſtrong 
Suit, in order to make room for hs 
| whole Suit; we will now ſupyoſe your 
Partner js to lead, and in the courſe of 
| Play, it appears to you that your Partner 
has one great Suit; ſu ppoſe ſe Ace, King, 
and four {mail ones, and that you have 
Queen, Ten, Nine, and a very ſmall 
one of that Suit; when your Partner 
| plays the Ace, | you are to play the 

| Nine; when he plays the King, you 

are to play the Ten; by which means 
you ſce, in the third Round, you make 


| your Queen, and having 4 ſmall one 


—_—"y 
$-— 


| remaining, you do not obſtruct your 
| Partner's great Suit, whereas if you had 


kept your Queen and Ten, and the 
| Knave have fallen from the Aer les, 
you had loſt two Tricks in that Deal. 


8 


IV. Fourth. | 
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the former Caſe, 
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ſmall Card in that Suit; 
his Ace do you play your Ten, and 
when he plays his King, do you play 


vou only risk one Tries. to get four, 
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Iv 
Fourth Example. 


oppoſe | in the courſe of Play, as in 
you find your Partner 


to have one great Suit, and that you 


have King, Ten, and a ſmall one of 
that Suit, 
in that Caſe play your Ten, and in the 

ſecond Round your King; this Method 


your Partner leads the Ace, 


is to prevent a Poſlibility of obitructing 


5 your Partner's great Suit, 


v. 
Fifth Article. 


Suppoſe your Partner has Ace, Tas 
and four ſmall Cards in his great Suit, 


and that you have Queen, Ten, and a 
when he plays 


your Queen, by winch Method of Play 
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"Sixth Example. 


We will now ſuppoſe you to have 


| five Cards of your Partner's ſtrong Suit, 
| viz. Queen, Ten, Nine, Eight, and a 


| ſmal! one; and that your Partner has 
Ace, King, and four ſmall ones; when 


your Partner plays the Ace, do you play 


| your Eight; when he plays the King, 
| do you play your Nine; and in the 
third Round, no body having any of 


| that Suit, except your Partner and you, 


proceed then to play the Queen, and 
then the Ten, and having a ſmall one 
remaining, and your Partner two, you 


| thereby gain a Trick, which you could 


not have done bat by playing the high 
| Cards, and by keeping a ſmall one to 


| play to I your Partner. 
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CHAP. VII. 


Particular GAME s 70 be play d chen 
your Adverſary turns up an Honour 
cn your right Hand with DI RE c- 
ION bow 7o play when an Honour i; 


turned up on your left Hand. 
7 = 
Firſt Example, 


UPPOSE the Knave is turned 
up on your light Hand, and that 


you have King, Queen and Ten, in or- 


der to win the Knave, begin to olay With 


your King, by which Method of Play, 
your Partner may ſuppoſe you to have 


Queen and Ten remaining, efpecially : 


you have a ſecond Lead, and that YOu 


do not ks to play your Queen. 


II. Selon. a 


h 
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* econd Example. 


The Knave being turn'd up as before, 


and that you have Ace, Queen, and 
Ten, by playing of your Queen, it an- 
ſwers the like e of the former 
| Rule. 


III. 
Third Ex 2 . „ 


If "Hi Queen 18 turned up G your 
right Hand, and that you have Ace, 


King, and Knave, by playing your King, 


it anſwers the like Fuels of the tor- 
mer Rule, 


% GH - 
Fourth Example. 


Suppoſe an Honour is turned. up on 


your left Hand, and ſuppoſe 1 you ſhould 


hold no Honcur, in that Cate you are 


to p ay Trumps trough that Honour; 


but in caſe you ſhould hold an Honour | 
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(except the Ace ) you muſt be cautious 
8 you play Trumps, becauſe, in caſe 
our Partner holds no Honour, your 


Any will play your own Game 
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CHAP... VL 


A © ASE 70 n the Danger 
, forcing your Partner. 


TTY VU; PPOSE Aand B Partners, 
5 oo and that A has a Quint- major in 


2 Ret Trumps, with a Quint-major, 
and three ſmall Cards of another Suit, 
and that A has the Lead; and let us ſup- 
your the Adverſaries C and D to Rye 


only five Trumps in either Hand; 


this Caſe, A having the Lead, wins 
cv oy Trick, | 


| T. 


II. Sup 


4 
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| II. 


Suppoſe, on + the caltrary; C has five 
| {mall Trumps, with a Quint-major and 


three ſmall Cards of another Suit, and 
that C has the Lead, who forces A to 


trump firſt, by which means 4 wins 
only five Tricks. 


III. 


4 © ASE 0 e the 40 Vat 
tage by a Saw. 7 


| Suppoſe A and B Partners, and that 
A has a Quart-major in Clubs, they being 


| Trumps, another Quart-major | in Hearts, 


another Quart-major in Diamonds, and 


the Ace of Spades: And let us ſuppoſe ; 


| the Adverfaries C and D to have the 


following Cards, viz. C has four Trumps, 
| eight Hearts, and one Spade; D has five 
, Trumps and eight Diamonds, C being 


| to lead, plays an Heart, D trumps it; 
N D plays a Diamond, C trumps it; 3 
. £ 6 61 thus 


— 
— 


— — 
2 


kv. 
. 
K. 
\ 
„ 
1 
Me: 


We 

bf 4 
4 . 4 
ii 3% 
© 34 

* i 

. 1 

: Iz 

«4 f 
v * 9 
1647 
1 
$4 
$28; 
„„ 
N 
„N 
e 
11 . 
ith; : 
»# 
by - 7 

I 
* 

#3 
W's 
* 

14:48 

; . 
11 
1 3: 6 | 
„ 
"WA 
W 
3 
4 
"us 
. 
1 A * 
8 
8 
* 


2 
1 
5 5 
£ 4 1 
: 17 
TY 
+9 
j * 
1 
* 
7 t we 
© 
5 
1 


3 Afert TA 1185 or 


thus purſuing the Saw, cach Partner: 


trumps a Quart-major of A's, and C 


being to play at the ninth Trick, plays 1 
Spade, which D trumps; thus C and D 
have won the nine firſt Tricks, and 


cave A with hi Quart- major in Trump: 
only. 


The for, egoing Caſe ſhews, that when- 


ever you gain the Advantage of eſta- 


blithing of a Saw, it 15 your Intereſt to 


embrace it. 


17 at Polls: iN this T, cates is the Ad 1 | we 


ditton pr ned. * 
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CHAP. 1 


containing Variety of Cass, intermixed 
with CALCULATIONS, demonſtrating 
when it is proper, at ſecond Hand, to 


put up the King, Queen, Knave, or 
Jen, with one ſinall Card of any Suit, 


e. 


| I. 


Trumps; in the three other Suits 


you have one Trick ſecure in each of 
them; and ſuppoſe your Partner has no 
Trump, in that Caſe the remaining Nine 


| Trumps muſt be devided between your 
Adverſaries, ſuppoſe five in one Hand, 
and four in the other ; as often as you 


you ſhould have four Leads, in that caſe, 
you ſee, your Ad verſaries make only 7 


you 


ee 73 


| UPPOSE you have Foiir 3 ü 


have the Lead, play Trumps, and ſuppoſe 


| Tricks out of nine Trumps ; whereas if 
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you had ſuffer'd them to make their 


Trumps ſingle, they might e have 
made nine Tricks. 


By this Example you ſee the Neceſlay 


one upon moſt Occaſions, 
vet there is an Exception to the fore- 


going Rule, becauſe if you find in the 
courſe of Play that your Adverfaries are 
very ſtrong in any particular Suit, and | 
that your Partner can give you no Aſſiſ- 


tance, in ſuch a Caſe you are to exa- 


mine your own, and alſo your Adverſa- 
becauſe by keeping one 
Trump in your Hand to trump ſuch 
Suit, it may be either a means to ſave 


ries Scores, 


or win a Game, 
11. 


Suppoſe you have Ace, Queen, and 


two {mall Cards of any Suit; your right- 
hand Adverſary leads that Suit; in that 
Caſe, do not put vp your Queen, be- 


cauſe 


there i is of taking out two Trumps for 


K 
bes 
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abe 
anc 
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| cauſe it is an equal Wager that your Part- 
ner has a better Card in that Suit than 
| the third Hand; if fo, you have the 
Command of that W N 
An Exception to the foregoing Rule 
is, in caſe you want the Lead, then you 
are to put up your Qucen. 


UI. 


FF Never diols to lead from King, 
"| Knave, and one ſmall Card in any Suit, 
"Þ becauſe it is 2 to 1 that your Partner has 
not the Ace, and alſo 32 to 25, or 
about 5 to 4 that he has Ace or Queen ; 
and therefore as you have only about 
5 to 4 in your Favour, and as you muſt 
have four Cards in ſome other Suit, ſup- 
poſe the Ten to be the higheſt, lead 
that Suit, becauſe it is an equal Wager 
F that your Partner has a better Card in 
that Suit than the laſt Player; and if the 
Ace of the firſt- mentioned Suit lies be- 
ind you, which is an equal Wager it 


ſhould 
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ſhould ſo happen, in caſe your Partner | FX 
has it not, in this Caſe, on your Ad. © 
verſaries leading this Suit, you proba. 


bly make two Tricks in it * this Me- 
1 thod of 


. in dhe Courſe of Play it ap: | 
pears to you, that your Partner and you | 
have four or five Trumps remaining, 
when. your Adverſaries have none, and 
that you have no winning Card in you | 
Hand, but that you have Reaſon to judge} wy 
your Partner has a thirteenth Card, ci ,;, 
| ſome other winning Card in his Hand] 3 
in that Caſe play a ſmall Trump, to putÞÞ 7 _... 
the Lead Into his Hand, in order i 
throw away any loſing Card in you , 


Hand, upon ſuch thirteenth | or other Tas 
god Card, of 


CH A 1 
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| Some D . Ang 10 at fe. 0 
cond Hand, King, Ven, Knave && 
7 en, f = Suit, Kc. : 


* 
UPPO 8E you bare the King, 
and one ſmall Card of any Suit, 
14 that your right-hand Adverſary plays 
that Suit; if he is a good Player do not 
put up the King, unleſs you want the 
Lead, becauſe a good Player ſeldom leads 
from a Suit of which he has the Ace, but 
keeps ic in his Hand (after the Trumps 
are played out) to bring in his N 


Suit. 


- — — — — = Fe 3 
3 FFF dd 2 2g, ; 
— hk. 
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FEES = ar tae 


0 OP 
Suppoſe you have a Queen and one 
"| knall Card of wy Suit, and that your 
ish 


88 A ſhort TRE AT ISE on | 
right-hand Adverſary leads that Suit; do I 
not put on your Queen, becauſe, ſuppoſe I 
the Adverſary has led from the Ace and I t! 
Knave, in that Caſe, upon the Return Q 
of that Suit, your Adverſary fineſſes the 10 
EKnave, which is generally good Play, I fi 
eſpecially if his Partnes has played fo 
the King, you thereby make your in 
Queen; but by putting on the Queen, ¶ ca 
it ſhews your Adverſary that you have] ve: 
„ no Strength in that Suit, and conſe-¶ Su 
quently puts him upon fineſſing upon] on 
your Partner throughout | that whole Fn 
8 Suit. * 


1 
II. | 


Ct 


In ths former Examples you have * 


been informed when it is thought pro. 
per to put up the King or Queen at fe. 
cond Hand; you are likewiſe to ob 11 


8 
ny 


ſerve, in caſe you ſhould ] have the Knave | 
Tu 


or Ten of any Suit, with a ſmall Card, 
| tha 
of the ſame Suit, it is generally ba La 


Play : 


WM 


* 


third Hand has either Ace, King, o 


Queen, of the Suit led; it therefore fol | 


| lows, that as the Odds againſt you js 


five to two, and tho you ſhou'd ſucceed 


| lometimes by this Method of Play, yet 


Jin the main you muſt be a Loſer, be- 
{cauſe it demonſtrates to your Ad- 
: verfaries that you are weak in that 
JSuit, and conſequently they fineſs up- 
nÞ on your Partner throughout that whole 


le |Suit. Io 
7 
three ſmall Cards of a Suit, your Right- 


Þ by ou play your Ace, and your Partner plays 


av 
- ITrumps, you are to return a ſmall one in 


b | that Suit, in order to let your Partner 
* Pau it: And this Conſequence attends 0 
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| Play to put up either of them at ſecond 
| Hand, becauſe it is five to two that gr N 


| Suppoſe you have Ace, King, and 
7 hand Adverſary leads that Suit; upon which 


We Knave. In Caſe you are ſtrong i in 
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ſuch Play, viz. you keep the Command [| 


of that Suit in your own Hand, and 


at the ſame Time, it gives your Fartne 


an Intimation that you are ſtrong in 


Trumps; and therefore, he may play his 


Same accordingly, either in attempt. 
ing to eftabliſh a Saw, or by trumpting 
out to you, 


Suits. 


5 


ir he has either Strength in 
5 Trumps, Or the Command of the other 


Bepo A and B's Game is s ſcored 6:8 Tr; 


= the Adverſaries C and D is ſcored 7, and t 


that 9 Cards are played out, of which 4 
and B have won 7 Tricks, and ſuppoſe 
no Honours are reckoned in that Deal; 


in this Caſe A and B have won the odd 
Trick, which puts their Game upon an 


Equality; and ſuppoſe A to have tix 
Lead, and that A has two of the ſmal- 
leſt Trumps remaining, with two win- 
ing Cards of other Suits: And ſuppoſe C 


7 and D have the two beſt Trumps between 


them, l 


Trick already, and being ſure of winning 


two more in his own Hand: by this Me- 


thod his Game will be ſcored 9 to 7, 


which is about 3 to 2, and therefore, 
4's Share of the 70l. will amount only to 


42/, and, by this Method, A only ſecures 


[7l, Profit; but in the other Cate, upon 
ſuppcfition, that 4 and B have a 11 to 
z of the Stake depending, as aforefaid, 
by playing his Trump, he is intitled 
to 55) out of the w depending. 


the Gamrof Wuisr., 61 
them. with two other winning Cards in 
their Hands, Query, How are you to play 
| this Game? It is a 11 to 3 that Chas not 
the 2 Trumps, and, likewiſe, 11 to 3 that 
D has them not: The Odds being ſo much 
in A's Favour to win the whole Stake, 
it is his Intereſt to play a Trump; For 
{ſuppoſe the Stake to be 70 J. depending, 
A wins the whole Stake, if he ſucceeds 
by this Method of Play; but ſhould he 
play the cloſe Game, by forcing Cor D 
to trump firſt, he having won the odd 


62 Aftort TnraATiISr on | 
The foregoing Caſe being duly at- 0 
tended to, may be applied to the 15 4 
like Purpoſe, in other Parts of the 
Game. * e 


CHAP. XL 


| Sore DIRECTIONS how Yo play when 


an Ace, King, or Breen are turned 


wp on e Right-Hand, c. 


. 


8* PP OSE the Ace is turned up 
con your Right-hand, and that 
you have the Ten nd Nine of Trumps 
only, with Ace, King and Qneen of 
another Suit, and eicht Cards of no Va-. 
ue, Query, How muſt this Game be 
played? Begin with the Ace of the Suit 
Jof which you have Ace, King, and 
| Queen, which is an information to your 
Partner that you have the Command of 
that Suit; then play your Ten of 
Trumps, becauſe it i is five to two that 
; _—_— - 
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your Partner has King, Queen, or Knave 
of Trumps; and tho it is about ſeven 
to two that your Partner has not two 


Honours, yet, ſhould he chance to have 
them, and they prove to be the King iſ 


and Knave, in that Caſe, as your Part- 
ner will paſs your Ten of Trumps, and 
as it is 13 to 12, againſt the laſt Player 
for holding the Queen of Tramps, up- 
on ſuppoſition your Partner has it not, 


in that Caſe, when your Partner bin 


the Lead, he plays to your ſtrong Suit, : 
and upon your having the Lead, you are 
to play the Nine of Tramps, which outs 
it in your Partner's Power to be almotÞ. 
certain of Waning: the Queen, if he lic; 


behind it. 
1 foregoing Caſe farms, OY turn 


ing up of an Ace againſt vou, may 
be made leſs beneficial to vour Av 
. ver ſarics, Provided you 1 by thi 


Rule, 
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II. 

If the King or Queen are turned up | 

| on your Right- hand, the like Method . 
Jof Play may be made ule of; but you 
| are always to diſtinguiſh the Difference 


of your Partner's Capacity, becauſe a 


good Player will make a proper Vic = 


of ſuch Play, but a bad one ſeldom, 


erer. 


Suppoſe the Adverſary - on your Right- 
hand leads the King of Trumps, and. 


King; and tho he ſhou'd have King, 
Queen, and Knave of Tru 21Ps, with 
one more, if he is a moderate Player, 
Ihe will play the ſmall one, imagining 
that his Partner has the Ace ; when he 
plays the ſmall one, you are to pals it, 
becauſe it is an equal Wager that your 
I artner has a better Trump than the 
4 „„ laſt 


; 0 


that you ſhou'd Fong the Ace and four 
mall Trumps, with a good. Suit; in 
this Caſe it is your Intereſt to paſs the 
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jaſt Player; if ſo, and that he hap- 


| pens to be a tolerable Player, he will 
judge you have a good Reaſon for thi; 
Method of Play, and conſequently, if 


he has a third Trump remaining, he 


will play it, if not, he will play hi 
belt Suit. 


Iv. 


A Critical CASE to win an oad 
) Trick, 


Suppoſe A- and B Partners againſt (: 
and D, and ſuppoſe the Game to be 


Nine all, and ſuppoſe all the Trumps 


are played out, A being the laſt Player, 


has the Ace and four other ſmall Cards . 


of a Suit in his Hand, and one oo 
teenth; Card remaining; B has only tw 

' ſmall Cards of As Suit; C has 3 

and two other ſmall Cards of that Suit; 

D has King, Knave, and one ſmal 

Card 


”P 5A 


and 


rig! 


Int 


Dec 
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Card of the fame Suit. A and B have 


won 3 Tricks, Cand D have won 4 
Tricks; it therefore follows that A is 


to win 4 Tricks ont of the ſix Cards in 
his Hand, in order to win the Game. 


C leads this Suit, and D puts up the 


King; A gives him that Trick, D re- 


turns that Suit A paſſes it, and C puts 


up his Queen; thus C and D have won 


6 Tricks, and 8 imagining the Ace of 
that Suit to be in his Partner's ; Hand, 
returns it, by which 1 means A wins the 


4 laſt Tricks, and conſequently t the 


Came. 


* 


We Suppoſe you hand have the. King 


ls and five ſmall Trumps, and that your 


ſ- right- hand Adverſary plays the Queen 3 
oni that Caſe do not put on your King, 


A becauſe it is an equal Wager that your 
Partner has the Ace; and ſappoſe your 


adverſary ſhou'd have. Queen, Knave, 


N 1 
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Ten and one ſmall Trump, it is alſo an 
equal Wager that the Ace lies ſingle, 
either in your Adverſaries Hand or Part- 


ner's, in either of which Caſes it is bad 
Play to put on your King; but if the 


Queen of Trumps is led, and that you 


ſhou'd happen to have the King, with two | 


or three 'Trumps, it is the beſt Play to 


put on the King, becauſe it is good Play 


to lead from the Queen and one ſmall 


Trump only; and, in that Caſe, ſhou'd 


your Partner have the K nave of Trumps, 
and your left-hand Adverſary hold the 
Ace, your neglecting to put on the King 
is the Loſs of a Trick, 


„ 
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CHAP. XII. 


7 bo Ten or Nine being turn'd TY on Jour 
Right-band, KC. 


F UPPOSE the Ten is turned 
8S 34 up on your Right-hand, and 
Mp that you ſhou'd have King, 
Knave, Nine, and two ſmall Trumps, 
with eight other Cards of no Value, and 
that it is proper for you to lead Trumps; | 
in that Caſe, begin with the Knave, in 
| order to prevent the Ten from mak- 
ing of a Trick; and tho' it is about 
| five to four that your Partner holds an 
Honour, yet if that ſhou'd fail, by fineſ 
 fing your Nine on the Return of Trumps 
from your Partner, you have the Ten in 
your Power. 


Dz  - the 
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Il. 
The Nine being turned up on your 


Ripht-hand, and that you ſhou'd have 


Knuve, wy © Eight, and two {ſmall 


_ Trumps, by leading the Knave it anſwers | 
the like Purpoſe of the former Caſe. 


III. 


You are to make a wide Difference | 
between a Lead of Choice, and a forced | 
Lead of your Partner's, becauſe in the I 
_ firſt Cale he is ſuppoſed to lead from his 
| beſt Suit, and finding you deficient in 

that Suit, and not being ſtrong enough in 


Trumps, and not daring to force you, 


he then plays his next beſt Suit, by which 
Alteration of Play it is next to a Demon- 
ſtration that he is weak in Trumps; but 
ſhou'd he perſevere, by playing of his firſt 
Lead if he is a good Player, you are to 


judge him ſtrong in Trumps, and it is a 


Direction for you to Play your Game 


ccor ding! Y. 


IV. There 
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IV. 


There is nothing more e pernicious at 


| the Game of Whit, than to change 


suits often, becauſe in every new Suit 


you run the Riſk of giving your Adverſary 


moe Tenace; and therefore, tho' you lead 
from a Suit of which you have Queen, 
Ten, and three ſmall ones, and your Part- 
ner puts up the Nine only, in that Caſe, 
if you ſhou'd happen to be weak in 


Trumps, and that you have no tolerable 


Suit to lead from, it is your beſt Play to 


purſue the Lead oX that Suit, by playing 


your Queen, which leaves it in your Part- 
ner's Option whether he will trump it or 


not, in caſe he has no more of that Suit; 


but in your ſecond Lead, in caſe you 


fhou'd happen to have the Queen or Knave 
of any other Suit, with one Card only 


of the ſame Suit, it would be better Play 
to lead from your Queen or Knave of 
either of thoſe Suits; it being 5 to 2 that 
your Partner has one Honour at leaſt in 


either of thoſe Suits. 
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8 
If you have Ace, King, and one ſmall 


Card of any Suit, with four Trumps; 1 
if your right-hand Adverſary leads that 
Suit, paſs it, becauſe it is an equal Wa- | 
ger that your Partner has a better Card } 


in that Suit than the third Hand; if ſo, 


you gain a Trick by it; if otherwiſe, as | 
you have four Trumps, you need not 
fear to loſe by it, becauſe when Trumps | 
are played, you my be 8 to haue FI 


the Long 1 


CHAP 
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A cu 10N not 70 part with the 
Command of your Adverſari tes great 


Suit, &c; 
1, 


N Caſe you are weak in Trumps, 


and that it does not appear that 


your Partner is very ſtrong in them, be 
very cautious how you part with the 
Command of your Advertary's great Suit: 
For ſuppoſe your Adverſary plays a Suit 
of which you have King, Queen, and 
one {mall Card only, the Adverſary leads 
the Ace, and, upon playing the fame 


uit, you play your Queen, which 
| makes it almoſt certain to your Partner 
chat you have the King; and ſuppoſe 
your Partner refuſes to that Suit, do not 


73 
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play the King, becauſe if the Leader 
of that Suit, or his Partner, have the 


Long Trump, you riſk the loſing of | 
mies Tricks to get one. | 


1 


Suppoſe your Partner has ten Cards Y 
remaining in his Hand, and that it 
appears to you, that they conſiſt of ! 
"Trumps and one Suit only; and ſup- }_ 
poſe you ſhould have King, Ten, and 
one ſmall Card of his Arong Suit, with 
Queen and two ſmall Trumps ; in this 
Caſe, you are to judge he has five 
Cards of each Suit, and therefore you 
ought io play out the King of his 
ftr Suit, and if you win that Trick, 
your next beſt Play is, to throw out | 
the (}neen of Trumps; if that like- 1 
wife comes home, proceed to play 

Trumps ; this Method of Play may be 
made uſ of at any Score of the Game, 
except at 4 and 9. 


III. The 


II. 
The T RUMP turned uf fo he 
\remembr ed. 


It is ſo neceſſary that the Trump 


turned up ſhould be known. and re- 


membred, both by the Dealer and his 


Partner, that we think it proper to ob- 
ſerve, That the Dealer ſhou'd always 


ſo place that Card, as to be certain 
of having recourſe to it: For, ſup- 

poſe it to be only a 5; and that the. 
Dealer has two more, vis. the 6 and 
9, if his Partner trumps out with Ace 
and King, he ought to play his 6 and 93 


becauſe, let us füppoſs your 4 Partner to 
have Ace, King, and four {mall Trumps, 
in this Caſe, b, 7 Your 2 artner' 8 knowing 


you have the 5 remain! ing, you may 


WIN man Y Tricks, 


* 


D 6. | FV :Your 
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Iv. 


Ao abt end 3 leads a 


the Knave, your Partner wins it with 
the King; when your Right-hand leads 
that Suit again, and plays a ſmall one, 


Suppoſition that your right-hand Ad- 


of Play. 
V. 


and that the Acveriary 4A has one 


Hand, 


Suit of which you have the Ten and two 
ſmall ones : 3 third Hand puts up 


do you put on your Ten, becauſe it 
may ſave your Partner's Ace, upon 


verſary led from the Queen ; you will | 
ſeldom fail of Succeſs by this Method 


Suppoſe you have the beſt Trump, 


Trump only remaining, and that it ap- 1 
pears to you that your Adver ſary B 
has a great Suit; in this Caſe, though 


you permit A to make his Trump, 
yet, 15 kee Ping the Trump in your 
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Hand, you prevent the Adverſary B 
from making his great Suit; whereas, 
if you had taken out As Trump, it 
had made only one Trick difference, but 
by this Method you ſave chree 
or four . 


I. 


The Kune Cas E 1 fre. 
8 quently, 


That you have two Trumps remain- 
ing when your Adverſaries have only 
one, and it appears to you that your 
Partner has one great Suit, in this Caſe 
always play a Trump; tho' you have 


the worſt, becauſe by removing the 


Trump out of your Adverſary's Hands, 
chere can be no Obſtruction to your 
| Partner' s great Suit. 


5 VII. Sup: 
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vii. 


Soppote you ſhould have three Trampy | 
8 when no body elſe have any, and that | 
you ſhould have only four Cards of any | 

certain Suit remaining; in this Caſe | 
play a Trump, which ſhews your Part- | 


ner that you have all the Trumps, 


and alſo gives you a fair Chance for ö 
one of your Adverſaries to thro away 
one Card of the aforeſaid Suit; by 
which means, ſuppoſing that Suit to 
have been once led, and one throwu 
away, makes Five, and four remaining in | 
_ your Hand makes Nine, there being | 
only four remaining between thre: | 
Hands, and YO Ur Partner having an 
equal Wager to hold a better Ca d in 
that Suit than the laſt Player, it there- 
fore flows, that you. have an equal | 
Chance to make tice Tricks in that 
Suit, „cl Br hab! Yy could not have | 
been done but by this Method of 


VIII. 


CH NS... 


— 


vn. 


Suppoſe you 1 have five Trumps, ane 
fix ſmall Cards of any Snit, and you 
are to lead; the beſt Play is to lead 
from the Suit of which you have fix, 

bccauſe, as you are difficient in two 

J Suits, your Adverſaries will probably 

trump out, which is playing your own 

Game for you; whereas, had you be- 

gun with playing Trumps, they wou'd | 

force you, and e W 
Four: Game. 
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CHAP. XIV. 


Some  Purchofers of tbe TR EAT 1851 1 


in Manuſeript, diſpoſed of the laſt 


1 Winter, having de gered a further Ex- 


planation concerning the playing of | 


Sequences, they are explained in the | 


; W nanner. 8 
N Trumps | you are to play the 


higheſt of your Sequences, un- 
leſs you ſhou'd bave Ace, King, and 
Queen, | in that Caſe play the loweſt, | 


in order to let your Partner into the 
State of your Game. 


5 


In Suits which are not. Trumps, i 


you have a Sequence. of King, _ 
and Knave, and two ſmall ones; whe- Þ 


ther 


I ther you are ſtrong in Trumps or not, 
it is the beſt play to begin with the 


1 Knave, becauſe, by getting the Ace out 
of any Hand, you make room for the 
J whole Suit. 9 


II. 


And i in caſe you are ſtrong i in Trumps, 
ſuppoſing you ſhou'd have a Sequence 


of Queen, Knave, Ten, and two ſmall 
Cards of any Suit; in that Caſe, you 


Fought to play the higheſt of your Se- 
I quence, becauſe, if either of the Ad- 
verſaries ſhou'd trump that Suit in * N 
ſecond Round, by being ſtrong in 
= Trumps, you fetch out their Tramp, 5 


and conſequently make the Remainder 
Jof that Suit. 
The like Method may be "taken, 6 
vou ſhould happen to have a Sequence, N 


by Knave, Ten, Nine, and two. ſmall . Ml 


.' Cards of any Suit. 


W. 
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IV. 


If you : have a Sequence of a King, 
Queen, Krave and one ſmall Card of 


any Suit, whether you are ſtrong in 


Trumps, or otherwiſe, play your King; j | 


and do the like by any inferior Se- 


| quences, if you have only four in 


number. 
. 
But if you ſhou'd inven to be weak 


in Trumps, you muſt always begin with ö 


the loweſt of the Sequence, in caſe you 


ſhou'd have five in number; for ſup- 
poſe your Partner to have the Ace of | 
that Suit, he then makes it; and where | 
lies the B whether you or your 


Partner win a Trick? For if you had 


the Ace and four ſmall Cards of any 
Suit, and are weak in Trumps, and led 
from that Suit; if you play well, you 
ought to play the Ace; if you har very 

rong 


FR. | — — N 


IS 
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ſtrong in Trumps, you may play your 
Game as backward as you pelaſe; but if 
you are weak in Trumps, you mult 
pay the Reverſe. 


vi. 


Let us explain what is meant by being 


Strong or Weak in Trumps. 


, If you have Ace, King, and three. 
1 ſmall Trumps. 
Eing, Queen, and three ſmall Tromps 5 
Queen Knave, and three ſmall Trumps. 
Queen, Ten, and three ſmall Trumps. 
 _ Knave, Ten, and three ſmall Trumps. 


Queen, and four ſmall Trumps. 
Knave, and four {mall Tromps.- 


In any of the aforeſaid Caſes. you 


may be underſtood to be very Strong in 
Trumps, and therefore you may pla iſ 
by the foregoing Rules, being moral- 


ly aſſured of having the Command in 


T nps. 


— 1 
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If you have two or three ſmall Trumps | 
only, we underſtand you to be Weak \ 


in them. 85 . 
What Strength. in Trumps. intitles | . 
you to force your Partner at any Point BP 
of the Game, ” t 
Ace, and three ſmall Trumps. 
King, and three ſmall Trumps- 
Queen, and three ſmall Trumps. | 
Knave, and three fmall Trumps. 0 
Vin. 12 
If, by Accident, either you or the I © 
Ae have forced your Partner, ; 
(tho' you are weak in Trumps) if he ; K 
has had the Lead, and does not chooſe } © 
to trump out, force him on as often as | f 
the Lead comes into your Hand, unleſs 
b 


you have good Suits of your own. to 

play: OE 

; 5». CF 
: Tx 1 


IT which is an Information to your Partner 
that you are weak in n Trumps, | 


% 


Oe 0 0 xxx 


* 
II you ſhou'd. happen t to how enly 


two or three ſmall Trumps, and that 
your right-hand Adyerfary leads a Suit 


of which you have none, trump it, 


. 


1 Suppoſe you have Ace, Knave, and 

one {mall Trump, and that your Partner 

I trumps to you, ſuppoſe from the King 
and three ſinall Trumps, Query, Whe- 


ther it is the beſt Play to put on the 


Ace or Knave? And ſuppoſe your right- 

hand Adverſary has three Trumps, and 

that your left-hand Adverſary has the 

like Number; in this Caſe, by fineſſing 

q of your Knave, and playing your Ace, 

if the Queen is ON your Right-hand, 

| you win a Trick by it; but if the 

4 . is on your Left. band, and you 
ſhoud 
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ſhou'd play the Ace, and then return 


the Knave, admitting your left-hand 


Adverſary put on the Queen, which he J 
 _ eught to do, it is above 2 to 1 that one 


of the Adverſaries have the Ten, and 


conſequently you gan no Trick by Play: 


Ing © thus. 


it your Partner has led from the Ace 


of Trumps, and ſuppoſe you ſhou'd have 
King, Knave, and one ſmall Trump, by 4 


putting on your Knave, and returning 


the King, it anſwers exactly the like | 


7 Purpoſe of the former Rule. 


In other Suits you may practiſe the | 


8285 Method. 
XII. 


If you are ſtrong in 2 Trumps, and 


that you have King, Queen, and two or 


three ſmall Cards in any other Suit, you | 
i * lead a mall one, it being 5 to 4 | 


PA W Z& 
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that your Partner has an Honour in that 
Suit ; but, if y vou are weak in Trumps, | 
you ought to begin with the _ 


XIII, 


11 your right. hand Adverſary leads a 
Suit of which you have King, Queen, 
and two or three imall Cards of the ſame 
Suit, you being ſtrong 1 in Trumps, may 
paſs it, e i is an equal Wager that 
{ your Partner has a better Card in that 
Suit than the third Hand; if not, by your 
Strength of T rumps, you need not tear 5 
making that Suit. 


XIV. 


If your right-hand Adverſary leads 2 
I Suit of which you have King, Queen, 
and one ſmall Card, whether in Trumps 
or not, put on the Queen: Allo if you 
have Queen, Knave, and one ſmall 
Card, put on the Knave; and if you 
have Knave, Len, and one ail Card, | 


put 
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put on the Ten, By putting up the 


| ſecond Beſt, as aforeſaid, your Partner 
| has an Expectation of your having a 


better Card, or Cards, in the ſame Suit; 
and, by recourſe to the Calculations 


E annexed to this Treatiſe, he may be 


able to judge what are the Odds for and 


5 againſt him. 


XV. 


If 500 ſhould have Ace, King. nd 2 
two ſmall Cards in any Suit, being ſtrong 4 
in Trumps; if your right-hand Adver- 


fary leads that Suit, you may pals it, be- | 


_ cauſe it is an equal Wager that your Part- 

ner has a better Card in that Suit than 
the third Hand; if fo, you gain a Trick 
by it; if otherwiſe, you need not fear to 
mike your Ace and King, by your | 


Strength! in Trum Ps. 
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G 


be GAM E of Wn ror, -:- "> 
XVI. 


If you ſhould have hi Ace, Nine 
I Eight, and one ſmall Trump, and that 
] your Partner leads the Ten; in that 
1 Caſe paſs it, becauſe unleſs the three 
1 Honours lie behind you, you are ſure 
of making two Tricks; do the like, if 
vou ſhould have the King, Nine, Eight, 
and one ſmall Trump; or the Queen, 
Nine, Eight, and one ſmall Tramp. 


XVI. 


In order to deceive your Adverſaries, 
if your right-hand Adverſary leads from 


| a Suit, of which you have Ace, King 


and Queen, or Ace, King, and Knave, 
ö put on the Ace; becauſe that en- 
courages the Adverſaries to play that 
Suit again: And tho' you deceive your 


Partner by this Method of Play, you al- 


ſo deceive your Adverſaries, which is 
I of enter Conſequence i in this Caſe, be- 
E 285 cauſe 
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cauſe if you had put on the loweſt of the 
Terce-major, or the Knave in the other 
Suit, your right-hand Adverſary had 
made a Diſcovery that the Strength of 1 
that Suit was againſt him, and conſe. | 


| quently would have changed Suits. 


xv. 


-- fa} Wis a, 


Suppoſe you hve Ace, Ten, and one 1 


ſcnell Card of any Suit; alſo the Ace, | 
Nine, and one ſmall Card: in any Suit; | 
Query, Which of theſe Suits ought you | 
to lead from ? Anſwer, From the Suit 
of which you have the Ace, Nine, and 
one ſmall Card; for this Reaſon, it be- 
ing an equal Wager that your Partner | 
Has a better Card in 8325 Suit, than the 
{it Player; if not, = us then ſuppoſe 
that your right-hand Adverfary leads | 
; from the King or Geek of the Suit, of 
v hlich you have the Ace, Ten, and one 
ſmall Card; in that Caſe, it is an equal | 
Wager that your Partner bo a better I 


Card 


WI 
{11 
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Card in that Suit than the third Hand ; 


it that happens to be the Caſe, upon the 
Return of the Suit, you lie tenace, and 

1 conſequently ſtand a fair Chance for 
three Tricks 1 in that Suit. | 


XIx. 


1 ACass 70 demonſtrate the Tenace. 


Let us ſuppoſe and B to play at 

| Two-handed Whiſt, and let us ſuppoſe 
A to have the Ace, Queen, Ten, Eight, 
Six, and Four of Clubs, which, in caſe 
1 B always leads, are ſix ſure Tricks. Let 
| Jus ſuppoſe. he has the fame Hand in 
” | Spades, which, in caſe B always leads, 
are fix more ſure Tricks. We ſuppoſe 
| B has the Remainder of theſe two Suits, 


Let us ſuppoſe B to have the fame 


Hand in Hearts and Diamonds, as A has 

in Spades and Clubs, and that 4 has the 
| Remainder of the Hearts and Diamonds, 
which, in caſe A always leads, are twelve : 


| fure Tricks allo to B. DE 
Sed WD The 


K A ſort TR EAT IS N en 


The foregoing Caſe ſhews that both 


Hands are exactly equal; and therefore 


let one of them name his Trumps, and ; 
lead, he wins thirteen Tricks only. | 

| But if one names the Trumps, and 1 

the other leads, he that names the 


Trumps ought to win fourteen Tricks. 


Thoſe who would attain to the play- Z 
ing of Whiſt to perfection, muſt not be 


content only with being a Maſter of the 


Calculations contained in this Treatiſe, 
and alſo an exact Judge of all the Gene- 


ral and Particular Caſes in the ſame; 


but be a very punctual Obſerver of ſuch 


Cards as are thrown away, both by his 
Partner and Adverſaries, and at what 
time: Whoever attends cloſely to theſe 
Particulars, is the moſt likely to attain 


their End. 
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4 of the Th RNAS or TECHNICAL | 
Wonps made 0. of 4 in this SO 


FINESSING 


E AN 8 che endeavouring to oh an 
Advantage by Art and Skill, which 
confi" in this; When a Card is led and you 


have the belt and third beſt Card of that 
Suit, you judge it beſt to put your third 


beſt Card upon that Lead, and run the riſſe 


of your Adverſary's having the ſecond beſt 


of it, that if he has it not, which is 2 to 1 
againſt him, you are then ſure of gaining a 


FORCING 

Means the obliging your Partner or -your 
Adverſary to trump a Suit of which he has 
none. The Caſes mention'd in this Treatiſe 


| will ſhow won! it is Pope's to force either of 
them, 


LONG 


Or — 


94 A ſhort'T x EFATISE on 
LONG TRUMP... 


LOOSE CARD 


Means a Card in a Hand that is of no 


Value, and conſequently the propereſt to 
throw away. = | „53 * 


POINTS. 


" Tia of them makes a Game, as ; many a as 


5 are gain'd by Tricks or Honours, ſo: many 
Points are tet up to the Score of the 


t! 


Game. 


2 R 2 


In general! is a Sequence of any wür Cards 
immediately following one another, in the 


ſame Suit. Duar t major Is ther efore a Sequence 1 


of Ace, King, Queen, and Knave, in any 


2 U 1 N . 
In general is a Sequence of any five Candy: 


immediately enn one another 1 in the ſame 


82 \ | Suit. 


JD 


A era 


15 


| Means the having one or more Trumps in in 8 


ee Hand when all the reſt are out. 


OI 


2 


| 7] 


the GAME f WnisT. 95 


Suit. Quint. major is therefore a Sequence of 


Ace, King, 2 Knave and T en, in ny 
| Suit, ba 


REVERSE. 


Playing at any time the Reverſe, means 


only the Playing your hand in a different man- 


ner; that is to ſay, if you are ſtrong in 


95 Trumps you play one way, but if weak in 


. 


1 Truwps you play the Reverſe viz, another 
way. 


8 E E. SAW. 


Is when each Partner T rumps a Suit, and 


they play thoſe Suits to one another to 
a 


e. 


Score of the Game, is the number of Points 


ſet up, Ten of which make a Game. 


TENACE 


| Having the Tenace in any Suit ſuppoſes 
| the having the firlt and third beſt Cards, 
and being” the laſt Player, and confequentiy 


you 


gs AſortTaxraTIOEN, Gr. 
you catch the Adverfary when that Suit le 
played : As for inftance, In caſe you have the 


Ace and Queen of any Suit, and that your | 
Adverſary leads that Suit; you muſt win 
thoſe two Tricks, and fo of "a other Tenace | 


in inferiour Cards. 


1ER 


1 general is a Sequence of any Three [ 
Cards immediately following one another in 


: the ſame Suit. 
Terce-major is therefore a Sequence of Ace, [ 


> King, and Coon in any Suit. 1 


